ballblaiert the simplest, fxstest 

ami most competitive sport in the knt)\vn 
universe h grew from dark rot>ts in an- 
cient space w ar to become king of all 
gimies iunongeverv lifeform within range 
of Interstellar ethercasting. In exactly 
three minutes. Ballhlazer can make >(>u 
a hero — or destroy a lifetime of dreams. 

Ilie year is .^09", and the place is a null- 
gravity nexus mid-space in the binar> 
star system Kalaxon and Kalamar. .Mo- 
ments from now, on the luminous sur- 



face of an artilicial xsteroid, the final round 
of the Interstellar Ballhla/er Champion- 
ship — the greatest tournament of ;ill time 
and space — will begin, and history will 
be made. Por the lirst time a creature 
fn)m the planet liarth has battled througli 
the countless qualifying rounds and 
eliminations, enduring and then 
triumphing, across vxst parsecs. to win 
the right to compete for the honor of his 
planet and the ultimate title any being 
can possess: Masterblazer 



QUICK 
START 




Goalbesms. getting in 



Ballblazer: The Game 



You fcKc- each other. One of you prcvtcK START and 
the ball n Hred. (k> for it and net it berortr your 
opponent d<ic<i. Now And the mo\in|{ CkKdbeanw 
and bla<>t the ball throuKh for a t«core. It'<t total 
speed. p<mvr and points - one on €>ne until tinu- 

The one with the nwist points win.*. It's ca!s> to 
play - difficult to nvMer. Bui teo to Step One and 
find out for )x>ur<Mrlf. 



i Demo Game: Press the RFTIKN ke> to w atch 
^ itcnKitMratkm games betwrcn Droids Notice the 
»4>lit scrtxn Fach lialf shows the view from one ol 
(Ik- Koiufdils. Press am- lic>- to stop the demonstrj- 
iKin .\nd rtmember ITic imerMcllar Hallhla/er 
< < Mifcrencx- Mricth- liirhids hettinK <Hi DfokI nuiches. 

A Select Game Options: First press the OPTION 
ko ( )ni- of these options u^ll rtash: liip Plawr 
( l\irpk:. ic-ft ). (iamc Tinx- ( Middle ). Hollom Plj^vr 
( ( >ruitt<e. ri>Uil ) 

e <;hanite the OPTION: Press the- .SEI.ECT kc\ to 
i txHise Itunun. Droid I thnrngh 9. or to chaise the 
jynx- linn- from one minute to nitK- minutes, 



in the computer and t\' 



y Push the joystick forward: Uiok at «)ur half of the 
•*rii-n and kc-ep moiinK fomird until mmi a-ach the 
hall ^our ship will rotate if the ball fttK-s out of sight 
to the left or rijjht. Just keep mo\in|i ft>rw~ard and 
vou'll net to it. (Jatk 1 controk the top of wnir 
screen, pik i ct>ntit>ls the bottom ) 



The Playfield 

Grid 



Goalbeams 



Plasmofb 



■ Ballbla/er Gric 
Squares 1275 meiersi 
x21 SquarasllOS 

■ Curvature of Grid: an 
object 2 meters high 
may be seen at dis- 



■ On* sM at (icti end o1 



■ Iriitial Swcing - 12 5 



■ Disnrteler - Hr 

■ Mass 1000 ki 

■ Floats 2 meters 



■ Eloctroboundary sur- 
rounds the Grid and 
keeps Plasmorb and 
RotofoilswittiinGrid 




Welcome ladies. Kcnllcm 
and variants, lu the finul 
round of Ballblazcr 309~ I'm SLui 
Sterling. Ihc Voice of the Void, 
and ethcrca»tina with me toda> 
is Arboslcr Kipling, one of the 
great .Ma»lcrblazer<t ' 
times, now Gcn'crnor of the Om- 
ega Colonies. ArboMcr. wel- 
come. We haven't talkcrd since you purcliuM-d llic 
Omega Colonies with >x>ur Tournament pur^c. 
How is it owning a planetar>- system? 

Mun. il dctiniu-ly hcao workin): ( >n tlu- cxIht huml. 
iIktc arc unu-s I d like lo he hack in i Rcilofoil. w iirkin^ 
(Ik- (•hd> like m\ irthcr BU/cr 

.\rboster, this is the first time an Earthling ha.<> 
made the final round of the Interstellar. Wliat 
are his chances? 

I Tiinkly. I think he's In tniublc. These Tcrrans arc a \-uung 
species — tlwy were barely out of their atmosphere 
when the game was invented. 



c:cnturlcs ago. Slan. at the end uf the 
Great .Madnevs — back when there 
w-js still war For deep space dog- 
lights. \'ou had to mancuwr )-our w- 
hicle under the incTcdiMe g-forccs 
of ckise combat— rovrsing thrust 
instantly. suMainIng plasma-torpedo 
bUMs oil \.)ur iiKT^\ shield, that Mirt of thing The 
K lorccs duriii>; space combat would snap \'i>ur neck 
likeaUMXhpick 

And so a whole new breed arose, right? The thick 
necks, the shortened synaptic connections, the 
triple-walled lungs. 

Kxaclly. Part of il wxs just old-fashione^l genetic engi- 
neering, of course. But Ballblazingdexx'lupcd from ac 
tual militar>' training exercises. 1'he>' used i-chicles like 
our RcMofoils. and lorcefields lo simulate sudden 
changes in direction and acceleration. Deadly Muff. The> 
busted up ten recruits for every one that linalK- saw 
action in space. Praise .Mind, the (ircat .Madness is be- 
hind us. and what we have left is the linest sport of all time 



Crockett On 



fuld, aril aa.ii.Ii .iku alter 
Rototoas. bounc* oti il' 

"WhMi ihi Ptaunorb gtt$ 
clot*— tbout (av«n ind a 
half matirs-YOur MMald is 
actwatadlftatrfthaiMllow 
caws in and capturas ihs 
tMM. Of coursa, this is a sma rr 
tor caf«aM— rt camars th« ball 
on iha goal sida, as your Roto- 
loil snaps around to >aca iL 
Tban you're raady to charge 
downgnd and maka a goal " 

"finalty. you acbvata your 
PnkMtf withiha firabut- 
lona. It's as if tha big anargy 
p«OM is suddanly pvthmg 
out It only wiorlu iMmo lha 
Plasinorb is within ten maters, 
you can tea when the ball is 
close enough to use the 
IhnMaM by listening for the 



BuiapMd surrounds Rotoloil. 



MMMd draws bain and 
automatically c enters it 



forward. Rotoloil racois 
backwards. 



l» it true that a MasicrbUzcr »uch ax >'our»clf ha<» 
the most highly o-iiK-cd nervous s>'stcni of any 
creature In ihc italax>'? 

I Hi. j{c«.-. Slan. I dim I kiiim jbout that The VylliiK 
vct>i)m hunicr> on rn>K<>n — the ffin whi) actualU prab 
Ihc fantts — ihiiM.- arc pretty tun y 

Mode»ty aside. Arfoosler. . . 

( Deep Mith ) Vlell, Slan. BallMazinit l<>n't a xport It > 
deep diM:ipline for the tKntius s\-!iicfn. When the on 
hoard eornpuicr rocosnaps yxru ninet>' degrees, just 
keeping a clear head can he the toughest pan of all But 
its wtirth it Once you ha\r the pace ofBallMi/ing. 
dealing w ith iht ri-st nf the galaxy M.■cIn^ like vacation 

FjKcuse me. Arbosler. Here are the two RoiofolLt 
ncm-. vectoring onto the Beld. Crockett, from F.arth. 
is in the purple, and Xaru. representing the Mino- 
Uur system, is in orange. In tlie background, we re 
hearing the traditional "Song of the Grid.' Thai's 
aulo-improvised. of counte . . . 



H^iActl on iIh: cunlrihuli<in.% of hirmcr .Ma.sirrt>la/«.-r> 
It i> really an honur lo hear my <m n mcl<Kl\ in ihcri- 
aniiHiK (tiuK- of the other Ma^'tcrt 

The musical essence ofMaslcrblazers of old b 
heard, as each Rolofoil lakes ils place, ready for the 
Hrst face-ofT. And the two besi BaUblazers in the 
f(alax>' arc staring ikm n the Grid. mediUtinR on the 
"Song." waiting. Xaru anracied Mme anention. 
coming up through the preliminaries, didn't he? 



mean niu can heat a human >X here 
in the univcrNC. there n (>nl> (Kir regulation Hallhla/i-r 
name — three minuto. two player., chic \ ii lor 

Stirring words. Arboslcr — and here we go! The 
Plasmorb blasts in from our left, and both Xam 
and Crockett are already' accelerating downfield. 
Fjich had full stick forward e\-en before die orb 
appeared. 



c hearing now is that freeball rhy-thm. 



All right! Crockett's Rolofoil has captured die orb 
in ill PulUield and no» he's \-cerlng right, heading 
for the goal, trying lo gel around Xana. 

IIh- ^oal i> moving, of nmrsf. in Ihc vjinc direction j> 
the hall is tiritl 

There you go. <;r«>ckett's sighted the goal but 
he's rc^-ersing direction, backing up. taking out 
Xana. He's back lo where the Goalbearos must have 
already disappeared over the horizon— but 
he bla-sLs an>w^'. Thai's it! Three points for the 
Earthling with an early o\'er-lhe-horizon shot! 



before the 



(>lllsh<)t> ii 



dicOTHsl 

VmieNxlvhaUlo 

OK. Here we go. second face-off, the ball blasL> in 
from the right this lime, with Xaria out in front. 
The Minotaur lias it! — and his Rntofoil rotates to 
£Ke the goal. 




Sigii 1)1 J k<mhI |ilii\ir hire i> ixrt lining hi>()ri(:nlalH>n 
during KiiiitMijip Mini' liirwarU. tiin\ard 

Bui Crockett is catchinK up aloiifiside him now— 
pan of the Minotaur's Rotofoil power Kor» into that 
activated Pullfield. But Crockcn's not using his 
Pushfieldyet. 

CkKxl play You want lo gel in ck>M:. really hear thai 
electromagnetic buzz in your helmet before you blast 
"Max tiK Imj//." i> what we teach the neMlings on m\ 

All right. Crocken blasts the ball awa>' from the 
Minouur, but Xarta recovers. Crockcn is blocking 
but— there it U! StraiRht past the Earthling. into 
the goal, two points for Xarta. 

(Uassk- goal defenNC there by the Kanhling — May 
between your goal and the opponent Hut it's no 
match lor a g<MKl angle shot 

Arbosler. we've seen some quick scoring 
here today. 




Thai's right. These boys ha\-e been cxtmpeling since age 
twelve This is the Terran s ciuiKe lo make a big splasli 
in the galaxy, so a lot is riding on >Y>ung OtK'kell 

And here goes the third foce-off. Ball in Crom the 
right this time, the Rotofoils race dow n, and CriKk- 
ett is there a microsecond before Xarta — but he 
doesn't immediately capture the ball. He's. . . 

VSTut we're seeing here is some line l»iisliheld driNMing 
Crockett know^ thai if he captures the ball he II lose 
pun-er. mi he's keeping his Pmhftcld activated. Hach lime 
he gets near the ball, the Push6ekl bounces it loru ard 
Fine cimlrul there, by the Kanhling But he hxs lo cap 
lure the ball lo score 

There— he captures, swings the ball lo the left of 
hLs view field and blasts — 

— and misses Pk- lull bounces oil the electrob<KiniLir\ 
to the left of the Coalbeani Xarta accelerates, capiiiri s 

Crockett is already moving back. He's going to try a 
bkxk mldficM, but Xarta Is out ahead. 



nif 1 anhlinx hj> the ri|tht idea — the key ki kUw 
iklciiK- 1> to kii-p m<» jnn kic-p mov inK 

Incredible! Xana niakcs an angle shot, ihc orb 
bounces off Ihc circtroboundarv' and back inio 
the Grid. He maneuvers around ihc EarlhlinK. 
captures die ball directly in front of the goal — 

— WiM'blaM'— 

— and that !! it! The horizon flashes with the scor- 
ing electromagnetic pulse, and that's another point 
for the Minotaur. Comment. Arboster? 

That Morc UxA> close, but 1 think it s obvious ihji » i ri 
seeing w oulclavsetl pUyer here, I'd »-jger to say ilut j 
few hundred millton hearts arc sinking on l-^arth mm 

As indeed there are. For the tiexttwo minutes, 
billions of Eartblings. scattered lbrough<iut 
their tiny solar sy stem, hang on ei-ery uxtrd 
of the distant ethercast. hopes rising, then 
tiiniming. as face-off after face-off. Xartti from 
the Minotaur system Itolds the Terran to a 
luindful of points. 



Crockett On 
Offense 

' Offense IS Dall control- 
learning the ways of the 
Plasmorb. At the face-off, 
have your sticli forward, 
move out and capture the 
Plasmorb— it'll change to 
your color, and you'll 
rolosnap to face the goal. 
Don't blast the instant 
you capture the ball. Wait 
for the Roto$nap,^et ori- 

GoBlbeams— they'll bo 
moving in the same di- 

bfastedin " 

"Watch your Kreen. 
When the Plasmorb is 
aimed between the Goal- 
beams, blast. If you're in 
close, you get one point. 
Farther back. two. And if 
you can't actually see the 
Goalbeams— you get 
three. The Goalbeams 
narrow after each score, 
»o go for two- and three- 
pointer* first. If you get 

Otherwise, the winner 
has the highest score at 



ie end of the game pe- 



"Once you get the feel of 
it. try some angle shots. 
Let the Plasmorb swing 
to one side of your view- 
screen, then blast— it will 
go in that direction. To 
gel around a blocker, use 

waM, So'unce the ball off 
the eleclroboundary, past 
your opponent's Rotofoil, 
then rush forward and 
capture it again," 

"When you get good, try 
Pushfield dribbling. Keep 
your firebutlon down at 
you approach the Plas- 



— just nudge the Plat- 

you. Then capture it 
when you want to blast a 



Crockett on 
Defense 



"Even the best Blaier 
doesn't have the ball all 
the time. When you don't, 
you're on defense and 
then you've only got two 
choices: buzz-blasting 
and blocking. 

If you're chasinQ your op- 
ponent downgrid, don't 
get directly behind him— 
jam in from the side to 
buzz-blast the ball sway. 
Then you've got to grab 
that free-ball tor yourself. 

You know you're within 
blasting range when you 
hear the bun. The closer 
you are. the louder the 
buzz, the better the blast. 

The toughest part of 
buu-blasting is know- 
ing when you've roto- 
snapped to face the ball. 
Keep rotosnapping back 



and forth and listen for 
the sound of the Roto- 
snap — that's how you 
know you've changed di- 
rection. Then when you 
overtake your opponent 
you've got to remember 
which side you're on. U'» 
easier to just do it. than 
try to talk about it. 

Blocking is a tougher kind 
of defense— at least for 
tyros It means situating 
yourself between the 
goal and your opponent. 
Keep him centered in 
your view screen. I usu- 
ally know telepathically 
what the view is from my 
opponent's rotofoil. And I 
try to keep myself right 
between his goalbeamt. 
You can do it. too. 




Suir. u ithfetix'r than Jijteen seconds remain- 
ing, the TerrunCrttckett Us behind nine to one 
and the face-off benins. 

.\nd here wc go with Ihc la»l tacv-ott: the clock K 
running, the orb bU»t» In from die righl. Look at 
that Earthllng mmr! 



Incredible! He made it! The horizon is flashlns. 
the clock Mop% with \ust 1.^ ikccondt to run . . . three 
points for the Terran pushes his Mrore back to four 
poinb again<kt Xarta's six. 



SUn. w'rc Mxinx hiMor) here l niort p<»int and the 
xtnc ffics lo Ave all. Then the giunv could gi) inlu 
sudden dc3lh (wcrlimc. 

Face-off. the Rotofoib in Eront oflhcU' goals, ihe 
orb blasts in— 600 meters per second — the Terran 
rushes and... 

< >nc !>vci>nd. .\au-ta has capturi-d the iirt> I Ic s bjcking 
up. killing linic — 

And that's It! The clock hits zero, the Terran '•> Roto- 
foil spins out in the traditional loser's penance, 
the atmosphere mer the asteroid glows with the 
orange color of the victor from .Minouur. 

t)nc remarkable contest. Slan I think 

Valt one microsecond. Xarta has remained on the 
Grid, to accompany the Terran Roiofoil off the 
field. It's a gesture I don't think we'>x seen in this 
tournament for centuries! Arfooster? 



li s a brand-new Ma.slcrblazcr s tribute to an up and 
coming species, Slan I'd say tlul »x- re going to be bear 
ing more about liarthlings. A few millcnia from now. 
these Tcrrans arc likely to be real contenders 

Thank you, Arboster Kipling, This is Stan Sterling. 
Voice of the Void, returning >'ou to your local 
ethercast. We'll sec you here, next solar cycle, 
same place, same game. In (act. the only game: 
Ballblazer. Three minutes, two players, 
one victor! 



Interview With 
Xarta 




S: An Incredible match, Xam. 

X Croat Mind, I'm a »Tcck W here g 
in ihc Void did thi>Tcrran o>mi- 

S: Utile G-cla-vs star, nolhinx 
fancy, iust off the Main 
Sequence. 



S: But not quite fast enoudh. Xarta, by Tourna- 
ment law, you're now retired. Cjue to pa.%!t on a few 
tips to Blazers on the way up? 

X A> liHiK a.N It diion'l ^t-t hack to the Karthlinp 

S: Of course. 

X OK. Here's an old .Minotaur trick for u\Tr the horizon 
shots. Shoot when you tan still just make out Ihc Goal- 
beams, lite reaction of Ihc blast knocks >xnj hack, om 
the horizon — and the score is based on ynir position 
when the PUsmorb actually pxsscs thruuKh the ftoal 
Best irick in the fiM»x\ for iuminy two points into three 



X: Simple. I'm moving downgrid 
with the hall, and I know he's riglii 
behind me. I can almost see his 
viewing scTccn. with me riglit in the 
middle of it So I Mast The hall goes 
lom'ard and I recoil back right into 
him. Masting him back so I can get 
t» the ball first' 



\ Hi re s one 1 learned fr«im Arhoslcr If you hiw the 
PUsmorb. but you're up against the boundary and need 
lu mo\-c back to shtxit. hold your slick forward and 
bb-si— yx>u'll bounce back to three point range, and you 
can catch the ball on the rebound. 

S: How about for tyros, jfost Marting out? 

X (io out on the (irid. and practice aiming just outside 
the Cfoalheams. The Plasmorb l>ounces back, implead of 
going thnnigh the whi)lc goal sequence You get more 
practice in a short time. 



S: Anything cl»e? 









1 Ji 


■ 1 1 1 1 M 





The screen is split so you each have your own view of the game ( 1 ) 
You ve got the top screen, so you can see your opponent s orange 
Rotofoii (2) Your opponent sees your purple Rotofoil (3) Theres only a 
half second left (4| The score is four to three with your opponent in the 
lead (5) Your opponent has the ball and is quickly approaching the 
Goalt>eams (6) But you re blocking the line of fire 



